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.when three moghs rose from the lap of the forest, dragons, terrible
and gregt;mide war on this world of Krynn.”
—The Canticle of the Dragon
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IMPression, one colored by rumor, supposition, and fear. Bitter at the failure of her armies, Takhisis [‘|\-l‘:r.‘d.l revenge

after revenge, final king upon an answer. She needed a
HlSTORY Of IH[ DRH(OHIHN new race of warriors and 1ts, loyal to her alone, a living
Legends say that in the ancient days of Krynn, Paladine, the symbol of her hatred fo agons of light
noble ruler of the gods, and Takhisis, the Queen of Darknes She gave Harkiel, a sly and cralty female red dragon, the
bent their divine wills upon the elements and created the first task of secretly flying to the Dragon Isles. There the good

dragons from base metals. Dragons of tin, lead, nickel, zinc, + last thousand years apart from the

and iron, these creatures were the blessed of the :_;l".i-\t'-_\‘.n-‘ s mortals of Krynn. From them Harl stole their precious
Iakhisis, however, wanted the dragons as her own and, whis- eges, leaving behind her Dark Queen’s threat: stay out of
pering corruption into their ears, they became tarnished and the cor » conflict or the vould be destroyed. Thus,
wicked. Sorrowful, Paladine so to create five more dragons the good dragons r vatching helplessly as
this ime trom precious metals, and set them in opposition to the powers ol ¢ il be . in secret, readying their

their now chromatic cousins. Thus the gods set the stage for the armies |



Takhisis had no intention of keeping
the eggs safe. Indeed, they offered the
key to her revenge. She imparted upon
Dracart, a wizard of the infamous black
robes, and Wyrllish, one of her da
clerics, the instructions for a vile ritual.
Together with Harkiel, these depraved
individuals corrupted the good dragons’
eggs with dark magic, blasphemous
invocations, and dragon ichor, deep
within the dungeons beneath the city of
Sanction. When these eggs hatched,
entirely new race spilled forth from the
defiled shells—draconians.

The forces of the Queen of Dark-
ness made quick use of this new secret

ng rapidly, the draco-
ns matured, t
a powerful appenc

swiftly ¢

their effectiveness. As the War of the

Lance unfolded, refugees spread word
5 but the

world had not s
than a thousand y
populace largely considered these
reports the ravings of madmen—at
ast, until the abominations took to
fields of war en masse.
After months of battle, the belea-
puered forces of good discovered the

secret behind draconian creation,

KNOWLEDGE OF THE DRACONIAN

The following table shows the results of a bardic knowledge or Knowledge
(arcana) check related to draconians. This table assumes that a game takes place
after the defeat of Dracart, Wyrllish, and Harkiel. Prior to this event most of the
information about draconian creation remains unknown.

Knowledge (arcana)

DC  Result

10 Draconians are brutal dragon-men. They have wings and scales and walk
on two legs. Less savage than orcs or goblins, they wear armor and use
weapons like trained warriors.
There are different breeds of draconian, and they all die in different,
dangerous fashions. Some turn to stone, some to acid, and some explode.
The five types of draconian are aurak, baaz, bozak, kapak, and sivak.
Bozaks and auraks cast spells, while sivaks can change shape and take
the form of people they kill. The presence of evil dragons boosts the
confidence of draconians.
Each of the five breeds of draconian is linked to one of the five good
dragons. Despite being creations of dark magic, not all draconians
are unable to overcome their evil tendencies.
Avile corruption ritual creates the draconians and involves the eggs
of good dragons. An evil wizard, a dark cleric, and an evil dragon are
required to perform this ritual.
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THE DRACONIAN CREATION RITUAL

Il accounts, Tak

only entrusted the secret of creating draconians to Dra-

, Wyrllish, and

:|. Historians report even earlier experi-
'd almost all of them failures. The true ritual
antations and prayers to Takhisis, chanted in

oneort ) dUraKs.

characteristics, vary from one breed to
the next.

Although only one race, there
exist five different breeds of draco-
nian, one spawned from each type
of metallic dragon.

Baaz: Baaz draconians are the
shortest and most capable of pass-
ing as other humanoids—with
a little help from cloaks and masks.
Their scales are brass colored, acquir-
ing a greenish-brown patina as the
draconian ages. Baaz frequently dis-
play ramlike horns or thick curving
plates around their skulls, reminiscent
of the brass dragons they're spawned
from. Their features are consider-
ably less reptilian in appearance than
other draconians, with blunt snouts
and thin lips, but undisguised they
are never mistaken for humans. When
a baaz draconian dies, the draconis
fundamentum causes widespread
calcification, possibly related to the
brass dragon’s stasis-inducing breath
weapon. The outward result is that the
baaz becomes a stonelike statue that
crumbles to dust minutes later.

Kapak: Slightly taller and sleeker
than baaz draconians, kapaks have lon-
ger snouts and snaggle-toothed jaws.
Their whiskers, a mane of thin, dark
hair, and softly padded feet give them
an almost catlike appearance, but
the coppery-brown scales and wings
indicate otherwise. Kapaks possess
a set of two glands underneath their

tongues, which constantly produce
venomous saliva. This, together with
the acidic quality of the draconis funda-
mentum, betrays their copper dragon
progenitor. When a kapak dies, this
caustic fluid reduces the kapak's body
to a hazardous pool of acid.

Bozak: Bozak draconians boast
broader, more prominent wings and
smoother scaled hides than baaz or
kapaks. Their bronze scales grow
darker as bozaks age, while their claws,
teeth, and eyes grow lighter. Along
with this coloring, a bozak’s flesh and
blood are charged with seemingly
uncontrolled magical currents. This
resonance allows a bozak to more
easily align itself with the ambient
magic of Krynn, granting it a natural
affinity for sorcery. Unfortunately, it
also means that when a bozak dies, the
draconian’s soft tissue, skin, organs,
and scales rapidly shrivel as if unable
to withstand the unfettered power,
causing the bones to explode outward
with considerable force.

Sivak: The broad-shouldered sivak

draconians easily top 8 feet in height,

making them the tallest of the draco-

nians, Their fully-functional wings,
unlike those of the other breeds, per-
mit them the ability to fly as well as
glide. Underneath their silver scales
sivaks are muscular and powerful, and
the transformative magic of their silver
dragon progenitors allows them to eas-
ily take the physical forms of opponents
they slay—often to the horror of those
who witness such transformations.
Such illusions also take on a morbid
cast when sivaks die, as they take on the
appearances of whatever beings killed
them. These deceptions, however, reveal
themselves three days after sivaks die, as
their bodies collapse into piles of ashes.
Aurak: Aurak draconians are
uniquely wingless and comparatively
weaker than the other breeds. As tall
as a bozak, the slender, gold-scaled
auraks possess many of the same cos-
metic features of gold dragons: catfish-
like frills and whiskers around the jaw,
elongated fangs, and sweeping spiked
horns and spines. Arcane magic comes
naturally to auraks, even more than
with bozaks, as their draconis funda-
mentum acts as a volatile furnace of
sorcerous power. By tapping into this
reservoir of magical energy, auraks

January 2006 DRAGON 339




ECOLOGY

SAMPLE DRACONIAN WARBAND
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direct rays of pure force, transform
or alter their physical form, and even
slip through extradimensional pock-
ets. Auraks can also release a noxious
cloud of gas that atrophies muscle
mass and blinds those caught within
it. When slain, an aurak combusts,

overloading the energy reservoirs
stored within its body and causing it
to explode in a fiery blast.

PYCHOLOGY AND SOCIETY OF THE
DRACONIAN

As a created race, draconians
respond to the social behavior
instilled in them as they mature.
T'he Dark Queen’s armies intended
to use them as soldiers and strict
disciplinary methods employed by
their superiors ensured that the
dragon-men served loyally and effi-
ciently. Before reaching full-size,
leaders assign each draconian to a
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training group, where it remains
until mature. A draconian first sees a
member of another breed only when
ready to go to war. Their wartime
roles therefore dictate the structure
of their society.

Ironically, their progenitor drag-
ons bequeathed their strongest and
most prevalent social traits to the
draconians, albeit twisted by the
corruption ritual and its linger
ing instability. This dark mirror of
the souls and personalities of the
good-aligned dragons color much
of what the draconian experiences
and, despite the rigorous social con-
ditioning of their dragonarmy mas-
ters, each breed naturally manifests
distinct stereotypes.

Baaz and Kapak: Cruelty and cun-

ning are common traits in both of

these breeds. Baaz tend to be cla

nish and subject to forming brute
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squads, a twist on the brass dragon's
social tendencies, while kapaks more
commonly embody malicious or
devious behavior, a perversion of the
copper dragon’s trickster nature. Nei-
ther breed produces above-average
leaders, so the dragonarmies typi-
cally assign command of a baaz or
kapak unit to either a non-draconian
or a draconian of a different breed.
Attitude with regard to structure

and rank provides the key difference
between the two: the self-serving baaz
find strength more impressive than
titles, whereas kapaks like to follow
orders and rely on the tactics of their
assigned superiors,

Bozak: Bozaks make exceptional
sergeants, lieutenants, and political
officers. Their training includes a
significant amount of spiritual educa-
tion, and most bozaks learn from their
educators that their innate spellcast-
ing powers come from devotion to
Takhisis. Combined with a love of
psychological warfare inherited from

their bronze dragon parentage, bozaks
exhibit a sense of earned authority
over the lesser draconians. Many feel
their gifts bring with them a tremen-
dous responsibility and their role is
one of faith as well as leadership.
Sivak: Like bozaks, these draconians
make effective leaders and command-
ers. They are fewer in number than
all but the aurak draconians, and this
makes them a precious commodity
in the eyes of the Dragon Highlords.
Sivaks train intensively and undergo
rigorous conditioning. When twisted
into a sivak, a silver dragon’s deep
affection for mortals becomes an
obsession with espionage and covert
activity, sometimes leading them
to assassinate and impersonate the
enemy. Most sivaks know that their
assignments demand restraint and
prudent action, and act accordingly.
Auraks: The least common of the
draconian breeds, auraks are also the
most independent. Few in number,
immature auraks grow up in small,

focused training groups of three
or four individuals. Intelligent and
insightful, an aurak quickly learns
that it occupies the top rung of
draconian society. Each develops

a feeling of superiority and privi-
lege, a twisted remnant of the gold
dragon's nobility and sense of pur-
pose. Auraks thus master strategy,
manipulation, and politics, never
happy unless they are controlling
something or someone.

While many of the draconians who
survived the War of the Lance strug-
gled with both their innate natures
and the cruelty ingrained within
them, their place in Krynn remains
in question. Dark powers seck to
control draconian hearts and many of
even the most forgiving races refuse
to forget the atrocities committed
by draconians during the War of the
Lance. Thus, the future of the draco-
nian race seems to be one doomed to
hatred, strife, and the purpose they
were created for—war. i
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